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Abstract.  New challenges are facing interaction design. On one hand because 
of advances in technology – pervasive, ubiquitous, multimodal and adaptive 
computing – are changing the nature of interaction. On the other, web 2.0, mas-
sive multiplayer games and collaboration software extends the boundaries of 
HCI to deal with interaction in settings of remote communication and collabo-
ration.  The aim of this workshop is to provide a forum for HCI practitioners 
and researchers interested in knowledge from the social sciences to discuss how 
sociotechnical insights can be used to inform interaction design, and more gen-
erally how social science methods and theories can help to enrich the concep-
tual framework of systems development and participatory design. Position pa-
pers submissions are invited to address key aspects of current research and 
practical case studies. 
1   Introduction 
One of the biggest challenges for HCI and CSCW is addressing the ongoing tensions 
created by the gap between social requirements and the affordances of technical de-
sign [1]. The translation of social knowledge into design decisions is not a simple 
problem, but one that requires a redefinition of disciplinary boundaries and the subject 
and object of interaction design. Addressing this socio-technical gap requires a fresh 
look at how diverse areas of the social sciences explore and conceptualize the relation 
between people, society and technology under the rubric of ‘sociotechnical’. While 
organizational studies of technology adoption have a well-defined conceptual frame-
work known as sociotechnical systems theory with established principles [e.g. 2] the 
situation is not the same for interaction design research. While perspectives like eth-
nography, ethnomethodology [3] and activity theory [4] have problematized and sti-
mulated the design of interactive systems, the potential contribution of other social 
science perspectives such as American Pragmatism [e.g. 5,6] or the Sociology of 
Technology [e.g. 7] are beginning to appear, providing new experiences to extend the 
existing work.  
 
This workshop aims to gather researchers in HCI and CSCW who work on expanding 
the connection between social science research and interaction design practice under 
the umbrella ‘sociotechnical’. The challenge is to achieve some level of ‘translation’ 
between the two domains of discourse in order to improve the design of interactive 
systems. This workshop is the second in a series of workshops that started in London 
in 2008 as an event jointly organized by the Interactions and Sociotechnical specialist 
groups of the British Computer Society. The workshop led into a special issue in the 
International Journal of Sociotechnology and Knowledge development in 2009 [8].  
2 Goals and topics 
The goal is to enable new translations from the social sciences to interaction design. 
The topics include, but are not limited to, the following areas: overview of related 
work in HCI and CSCW; critiques of earlier approaches to design; related work on 
sociotechnical design (e.g. participatory design, organizational informatics); actiona-
ble recommendations and guidelines for the conception, design and evaluation of 
interactive systems as ‘social proxies’; improved methods for the gathering and elici-
tation of ‘social requirements’; identifying socially responsible policies for interaction 
design; interaction design for web technology and social networking (e.g. web 2.0); 
using theories from the social sciences to inform interaction design; understanding 
participatory design as a sociotechnical endeavor in software engineering (e.g. agile 
methods; end-user development). It is hoped this workshop will foster dialogue be-
tween academics in different disciplines (e.g. HCI, CSCW, Sociology, Psychology, 
Anthropology, Marketing, Software Engineering, Ergonomics, Education, Information 
Systems) interested in interdisciplinary research in interaction design.   
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